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 Ꮫ⾡ⓗ࡞ᐃ⩏࡜ࡋ࡚ࡣ㸪1997ᖺ࡟ Ronald T. Azuma
༤ኈࡀⓎ⾲ࡋࡓㄽᩥ㸦Azuma, 1997㸧࡟࠾࠸࡚㸪௨ୗ
ࡢ୕≉ᚩࢆ᭷ࡍࡿࢩࢫࢸ࣒࡜ᐃ⩏ࡉࢀ࡚࠸ࡿ㸬 
1. Combines real and virtual㸦⌧ᐇ࡜௬᝿ࡢ⼥ྜ㸧 
2. Interactive in real time㸦ᐇ᫬㛫࡛ࡢ┦஫స⏝ᛶ㸧 
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ࢺࡢ 30 fpsࡀ┠Ᏻ࡟࡞ࡿ㸬ࡘࡲࡾ㸪30ศࡢ 1⛊௨ෆ
࡟ฎ⌮ࡀ᏶⤖࡛ࡁࢀࡤ㸪༶᫬ᛶࢆ‶ࡓࡉࢀࡿ㸬᫬㛫
࡟ࡋ࡚㸪33.3࣑ࣜ⛊௨ෆ࡜࡞ࡿ㸬 
 ➨ 3᮲௳࡛ࡣ㸪఩⨨ྜࡏࡢ registeredࡀ㔜せ࡞࣮࢟
࣮࣡ࢻ࡟࡞ࡿ㸬᝟ሗࢆ⾲♧ࡍࡿ఩⨨ࢆỴࡵࡿ㸬3 ḟ
ඖ✵㛫࡛ࡣ㸪⾲♧఩⨨ࡢ㑅ᢥ⫥ࡀ᱁ẁ࡟ቑ࠼ࡿ㸬༢



































2. ▱ⓗḧồ㸦ࡶࡗ࡜▱ࡾࡓ࠸㸪᝟ሗࢆᚓࡓ࠸㸧  
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Ⓨ⾲ࡉࢀࡿࡼ࠺࡟࡞ࡗࡓ㸦Reitmayr and Drummond, 





















































᧜ീ⣲Ꮚ࡜ࡋ࡚㸪CCD ࡸ CMOS ࡀ౑ࢃࢀ࡚࠸ࡿ㸬
CCDࡣ Charge-Coupled Deviceࡢ␎࡛㸪┤ヂࡍࡿ࡜㟁
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 ⥆࠸࡚㸪࢖࣋ࣥࢺ࡛ࡢ AR ά⏝஦౛ࢆ⤂௓ࡍࡿ㸬
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ࡢ 3 ḟඖືసࡀ࡛ࡁࡿ㸬ࡲࡓ㸪↓⥺ LAN ࡟ࡼࡾ㸪
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Recently, technology that allows invisible things to be made visible has been in the spotlight. For instance, if you cannot recollect the name of a 
friend whom you have just met after a long time, rather than becoming upset you can access your computer to check for a digital photo of the 
friend and use it to instantly remind you of the friend’s name. This technology in which a computer superimposes information on a virtual image 
is called augmented reality (AR). This paper addresses the history of AR and the reasons why this technology is attractive. We introduce 
state-of-the-art hardware and software technologies regarding AR, and discuss examples of current applications of AR in Akita. We promote 
improving the tourism industry by combining information technology and agriculture as the basic industries in Akita. In addition, because our 
prefecture has the highest aging rate in Japan, reducing the number of car accidents related to senior pedestrians is a critical issue, and we have 
been studying the use of AR technologies for this application. Our final goal is to solve regional problems to actualize safety and security using 
AR. 
Keywords: augmented reality, virtual reality, hardware, software, and sensors 
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